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Demon’s Souls 
2009/03/19 Why are masochistic games so popular now? [4gamer] (need google translate) 

2009/04/02 Demon’s Souls Director: “I Wanted It To Be Easier”, No Plans For Sequel Yet [Famitsu] Translation Original 

2010/05/28 Souls Survivor [EuroGamer] 

 

Dark Souls 

2011/02/04 Dark Souls Q&A: Variety is the Spice of Death [Ps Blog] 

2011/02/08 Is Dark Souls inherits the soul of Demon's Souls [4Gamer] (google translate) 

2011/02/23 Dark Souls Developer Q&A Original [1Up] 

2011/11/08 The Mind Behind Dark Souls [IGN] 

2011/12/08 Game No Shokutaku Podcast Interview Translation Original 

2012/05 Dark Souls 1 - Design Works Interview [Famitsu] 

2012/02/28 Miyazaki who gave birth to a world-class hit from inexperienced game production [Gigazine] 

2012/08/30 Dark Souls interview – hard master [GameCentral] 

2012/11/02 Dark Souls' Miyazaki Talks Artorias of the Abyss [IGN] 

 

Dark Souls II 
2012/12/19 If Ds1 was set in the North Pole, Ds2 would be in the South Pole [Famitsu] 

2012/12/22 Why Miyazaki will no longer be the director [4Gamer] (google translate)  

2013/01/22 Demon’s Souls’ creator looks back at the making of an RPG classic [Ps Blog] 

2013/01/28 Miyazaki on stepping away from Dark Souls II [Edge] 

 

Bloodborne 

2014/06/12 There are Guns, But From Software's Bloodborne Won't Be a Shooter [Famitsu] Translation Original 

2014/06/19 Interview with Hidetaka Miyazaki [4Gamer] Translation Original 

2015/02/05  Interview with Hidetaka Miyazaki [IGN] 

2015/03/11 Q & A with Hidetaka Miyazaki  [Edge Magazine] [Wiki] [Edge] 

2015/03/13 Bloodborne going gold event [Wiki] [Translated] [Original] [Famitsu] 

2015/03/16 Bloodborne's Violence Not Gratuitous, Director Says [Kotaku] 

2015/03/20 A Playstation Blog Conversation with Hidetaka Miyazaki [Ps Blog] 

2015/03/24 Can the man who made Bloodborne actually finish his own game? [Games Radar] 

2015/03/31 Bloodborne creator Hidetaka Miyazaki: ‘I didn’t have a dream. I wasn’t ambitious' [Guardian] 

2015/04/02 "deadline is invention mother". Development secret story [Gigazine] 

https://www.4gamer.net/games/080/G008001/20090319002/
https://web.archive.org/web/20090421171858/http://www.ps3hyper.com/news/demons-souls-director-i-wanted-it-to-be-easier-no-plans-for-sequel-yet/
https://web.archive.org/web/20090420093552/http://www.famitsu.com/interview/article/1223217_1493.html
https://www.eurogamer.net/articles/souls-survivor
https://blog.playstation.com/2011/02/04/dark-souls-qa-variety-is-the-spice-of-death/
https://www.4gamer.net/games/120/G012067/20110208026/
http://soulslore.wikidot.com/das1-developer-q-and-a
https://web.archive.org/web/20130221190928/http://www.1up.com/previews/dark-souls-developer-qa-bigger-maps
https://www.ign.com/articles/2011/11/08/the-mind-behind-dark-souls
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https://www.4gamer.net/games/196/G019660/20121222001/
https://blog.playstation.com/archive/2013/01/22/demons-souls-creator-looks-back-at-the-making-of-an-rpg-classic/
https://web.archive.org/web/20130308035108/https://www.edge-online.com/features/hidetaka-miyazaki-on-stepping-away-from-dark-souls-ii-and-the-future-of-the-series/
https://kotaku.com/there-are-guns-but-from-softwares-bloodborne-wont-be-a-1589789228
https://www.famitsu.com/news/201406/12055002.html
https://www.neogaf.com/threads/bloodborne-4gamer-interview-with-hidetaka-miyazaki-fully-translated.840059/
https://www.4gamer.net/games/260/G026038/20140611091/
https://www.ign.com/articles/2015/02/05/inside-the-mind-of-bloodborne-and-dark-souls-creator-ign-first
https://drive.google.com/file/d/0B4hcIZ0q5CPvXzU3ZXpIYlpvNlk/view?resourcekey=0-1f165ESNYcv2CM6p1fFSug
https://www.bloodborne-wiki.com/2017/01/interviews.html
https://www.bloodborne-wiki.com/2017/01/interviews.html
https://www.reddit.com/r/bloodborne/comments/2yvvgk/comment/cpdlbjs/
https://www.famitsu.com/news/201503/13073957.html
https://web.archive.org/web/20150420192301/http://www.kotaku.co.uk/2015/03/16/dark-souls-death-bloodborne-killing#ftag=YHF6738a5f
https://blog.playstation.com/2015/03/20/a-conversation-with-bloodborne-creator-hidetaka-miyazaki/
https://www.gamesradar.com/we-speak-brains-behind-bloodborne/
https://www.theguardian.com/technology/2015/mar/31/bloodborne-dark-souls-creator-hidetaka-miyazaki-interview
https://gigazine.net/gsc_news/en/20150402-bloodborne-miyazaki-hidetaka-interview/


2015/04 Drained of Blood 

2019/10/10 Hidetaka Miyazaki Says Bloodborne Was His Favorite Game To Make [GameSpot] 

2024/02/21 Elden Ring boss discusses Bloodborne remake  [EuroGamer] 

2024/06/13 Miyazaki 'knows for a fact' other FromSoftware devs want a Bloodborne PC port [PC Gamer] 

 

Dark Souls III 
2015/06/17 Dark Souls III has fewer maps, but larger scaler [Famitsu] 

2015/06/17 Our first look at Dark Souls 3 gameplay and its new changes to combat [E3] 

2015/08/10 Dark Souls 3 Interview: "This is a Turning Point for the Series" [GameSpot] 

2015/08/10 Hidetaka Miyazaki on Dark Souls 3's changes to bosses, magic, combat, and more [Polygon] 

2015/09/28 Beyond Dark Souls – The Private Life Of From Software's Hidetaka Miyazaki  [GameInformer] 

2015/11/03 Dark Souls 3 “Possible To Accomplish” Says Miyazaki  [PlayMag] 

2015/11/17 Production on Dark Souls 3 Began Without Miyazaki [IGN] 

2015/11/20 Dark Souls 3 Interview: "It Wouldn't Be Right to Continue Creating Souls"​  [GameSpot] 

2015/12/17 Miyazaki says Dark Souls hides no more secrets​ [Edge] 

2016/03/01 On the Sublime and Beautiful: A Conversation with Miyazaki [Vice] 

2016/03/01 Miyazaki interview – ‘I’m not necessarily pursuing the latest trends in the industry’ [GameCentral] 

2016/03/02 Dark Souls 3: Miyazaki explains the difference between “difficult” and “unreasonable” [Vg247] 

2016/03/02 Close Up With Hidetaka Miyazaki, Director of Dark Souls III [Geekculture] 

2016/03/29 Dark Souls' director 'doesn't believe' player who beat the game without taking a hit [Wired] 

2016/04/12 Dark Souls 3 director: it's about 'accomplishment by overcoming tremendous odds' [Wired] 

2016/04/27 From Software Is Done With Dark Souls [GNN Gamer] 

2016/05/12 What is the future of From Software? [4Gamer] (google translate) 

2016/07/07 Preparing For Life After Dark Souls: A Conversation With Designer Hidetaka Miyazaki [Kotaku] 

2016/09/21 Dark Souls III Director Miyazaki Talks DLC; Future Games, Armored Core and Much More [DualShocker] 

2016/10/04  Miyazaki on 'Zelda,' Sequels and Starting Out [Rolling Stone] 

2017/04/13 "I think ' Dark Souls ' was a happy series," says Miyazaki [Famitsu] (google translate) 

 

Déraciné 

2018/06/16 From Software's Hidetaka Miyazaki On Déraciné And Pursuing His Hidden Passions [GameInformer] 

2018/06/18 "Deracine" that stimulates the "From Software brain" and From Software's future [Famitsu] (google translate) 

2018/06/19 Interview: Hidetaka Miyazaki Reveals New Details on Déraciné for PS VR  [Ps Blog] 

2018/07/02 E3 2018: Déraciné is a Beautiful, Cryptic Experience From FromSoftware [IGN] 

http://soulslore.wikidot.com/bb-future-press-guide-interview
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https://www.ign.com/articles/2015/11/17/production-on-dark-souls-3-began-without-miyazaki
https://www.gamespot.com/articles/dark-souls-3-interview-it-wouldnt-be-right-to-cont/1100-6432425/
https://gamerant.com/dark-souls-3-incomplete/
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https://metro.co.uk/2016/03/01/dark-souls-3-hands-on-preview-and-hidetaka-miyazaki-interview-im-not-necessarily-pursuing-the-latest-trends-in-the-industry-5727018/
https://www.vg247.com/2016/03/02/dark-souls-3-miyazaki-bloodborne-interview/
https://geekculture.co/close-up-with-hidetaka-miyazaki-director-of-dark-souls-iii/
https://www.polygon.com/2016/3/29/11324820/dark-souls-no-hit-run-miyazaki-interview
https://www.wired.co.uk/article/dark-souls-3-hidetaka-miyazaki-interview
https://games.mxdwn.com/news/from-software-is-done-with-dark-souls-say-series-director-work-on-new-ip-has-already-begun/
https://www.4gamer.net/games/305/G030528/20160526060/
https://kotaku.com/preparing-for-life-after-dark-souls-a-conversation-wit-1783296404
https://www.dualshockers.com/dark-souls-iii-director-hidetaka-miyazaki-talks-dlc-future-games-armored-core-and-much-more/
https://web.archive.org/web/20161110061448/http://www.rollingstone.com/culture/news/dark-souls-creator-miyazaki-on-zelda-sequels-w443435
https://www.famitsu.com/news/201704/13130959.html
https://web.archive.org/web/20180619023734/https://www.gameinformer.com/e3-2018/2018/06/16/from-softwares-hidetaka-miyazaki-on-deracine-and-pursuing-his-hidden-passions
https://www.famitsu.com/news/201806/18159356.html
https://blog.playstation.com/2018/06/19/interview-hidetaka-miyazaki-reveals-new-details-on-deracine-for-ps-vr/
https://www.ign.com/articles/2018/06/15/e3-2018-deracine-is-a-beautiful-cryptic-experience-from-fromsoftware


2018/07/26 The Haunting VR Visions of FromSoftware [CGMagazine] 

2018/08/06 Interview: Hidetaka Miyazaki Reveals New Details on Déraciné for PS VR  [Guardian] 

2018/11/05 Déraciné Q&A: Miyazaki on the Origins of FromSoftware’s PS VR Debut  [Ps Blog] 

2018/12/29 From Software has begun to see the results of the new system, "Déraciné" [4Gamer]  (google translate) 

 

Sekiro 

2018/07/05 Sekiro: Shadows Die Twice promises a thrilling evolution of the Souls formula [EuroGamer] 

2018/07/13 Interview: Miyazaki on the Limbs and Lore of Sekiro: Shadows Die Twice [Ps Blog] 

2018/07/18 Sekiro players "need to be constantly on edge" warns Hidetaka Miyazaki [Edge] 

2018/10/02 Dark Souls’ creator on what sets Sekiro: Shadows Die Twice apart [Polygon] 

2018/12/02 An hour with the father of 'Dark Souls' [Xataka] (google translate) 

2018/12/29 "SEKIRO". We asked Hidetaka Miyazaki about his goals and future. [4Gamer]  (google translate) 

2019/01/25 Our Full Hidetaka Miyazaki Sekiro: Shadows Die Twice Interview [GameInformer] 

2019/01/26 "SEKIRO" director Hidetaka Miyazaki finally landed in Taiwan! [Translation] [Taipei Game Show] 

2019/02/27 Here's Why Dark Souls, Bloodborne, And Sekiro Don't Have Difficulty Options [GameSpot] 

2019/03/05 How Sekiro aims to resurrect the action RPG genre [Red Bull] 

2019/03/06 Bloodborne battle royale? From Software would 'love to have a crack' at live service games [TeleGraph] 

2019/03/07 Hidetaka Miyazaki on ninjas, death, and working with Activision [TeleGraph] 

2019/03/14 Miyazaki Talks 'Sekiro: Shadows Die Twice' And The Shinobi Way [Forbes] 

2019/03/15 Miyazaki discusses Sekiro: Shadows Die Twice and 'edge-of-your-seat combat [Entertainment Weekly] 

2019/03/21 Dark Souls creator Miyazaki on changing direction with Sekiro: Shadows Die Twice [Verge] 

 

Elden Ring 

2019/06/09 E3 2019: Hidetaka Miyazaki and George R. R. Martin Present: Elden Ring [Xbox Blog] 

2019/06/21 Elden Ring Is an Evolution of Dark Souls Says Creator – E3 2019 [IGN] 

2021/06/14 IGN - The Big Hidetaka Miyazaki Interview - Summer of Gaming [IGN] 

2021/06/14 "Elden Ring" exclusive interview in Japan. 30 hours "without a lot of detours  [Famitsu] (google translate) 

2021/06/14 We talked to Miyazaki about Open world, multiplayer and poisonous swamps [Igromania] (google translate) 

2021/12/06 Miyazaki has said that his games would never have existed without PS2 game Ico [Famitsu] 

2021/12/18 George R.R. Martin’s Blog. Long Long Ago… (with Martin, not Miyazaki) 

2021/12/26 Miyazaki interview: FromSoftware's president explores the unknowns of Elden Ring [Edge] 

2022/01/26 Miyazaki on Immortality, Size of Elden Ring, Freedom in Elden Ring, Gameranx,  wiki (search for The Overture 
of Elden Ring) [Overture of Elden Ring] 

2022/01/28 Playstation Blog interview with FromSoftware’s Hidetaka Miyazaki [Ps Blog] 

https://www.cgmagonline.com/2018/07/26/the-haunting-vr-visions-of-fromsoftware/
https://blog.playstation.com/2018/06/19/interview-hidetaka-miyazaki-reveals-new-details-on-deracine-for-ps-vr/
https://blog.playstation.com/2018/11/05/deracine-qa-miyazaki-on-the-origins-of-fromsoftwares-ps-vr-debut/
https://www.4gamer.net/games/422/G042247/20181213067/
https://www.eurogamer.net/articles/2018-07-05-sekiro-shadows-die-twice-promises-a-thrilling-evolution-of-the-souls-formula
https://blog.playstation.com/2018/07/13/interview-miyazaki-on-the-limbs-and-lore-of-sekiro-shadows-die-twice/
https://www.gamesradar.com/sekiro-shadows-die-twice-players-need-to-be-constantly-on-edge-warns-hidetaka-miyazaki/
https://www.polygon.com/2018/10/2/17925002/sekiro-shadows-die-twice-tgs-2018-hidetaka-miyazaki-interview
https://www.xataka.com/videojuegos/hora-padre-dark-souls
https://www.4gamer.net/games/422/G042247/20181213067/
https://web.archive.org/web/20190130050014/https://www.gameinformer.com/2019/01/25/our-full-hidetaka-miyazaki-sekiro-shadows-die-twice-interview
https://game.watch.impress.co.jp/docs/interview/1166655.html
https://www.reddit.com/r/Sekiro/comments/albvoh/tapei_gameshow_2019_hidetaka_miyazaki_interview/
https://www.gamespot.com/articles/heres-why-dark-souls-bloodborne-and-sekiro-dont-ha/1100-6459827/
https://www.redbull.com/int-en/sekiro-shadows-die-twice-interview
https://www.telegraph.co.uk/gaming/news/software-would-love-have-crack-battle-royale/
https://www.telegraph.co.uk/gaming/features/sekiro-shadows-die-twice-interview-hidetaka-miyazaki-ninjas/
https://www.forbes.com/sites/erikkain/2019/03/14/hidetaka-miyazaki-talks-sekiro-shadows-die-twice-and-the-shinobi-way/
https://ew.com/gaming/2019/03/15/hidetaka-miyazaki-sekiro-shadows-die-twice-interview/
https://www.theverge.com/2019/3/21/18272238/hsekiro-shadows-die-twice-idetaka-miyazaki-interview-dark-souls
https://news.xbox.com/en-us/2019/06/09/hidetaka-miyazaki-and-george-rr-martin-present-elden-ring/
https://www.ign.com/articles/2019/06/21/elden-ring-is-an-evolution-of-dark-souls-says-creator-a-e3-2019
https://www.ign.com/articles/elden-ring-miyazaki-hidetaka-full-interview-summer-of-gaming
https://www.famitsu.com/news/202106/14223605.html
https://web.archive.org/web/20210707091314/https://www.igromania.ru/article/31725/Pogovorili_s_Hidetakoy_Miyadzaki_ob_Elden_Ring._Otkrytyy_mir_multipleer_i_yadovitye_bolota.html
https://www.videogameschronicle.com/news/miyazaki-says-there-would-have-been-no-dark-souls-without-ico/
https://georgerrmartin.com/notablog/2021/12/18/long-long-ago/
https://www.gamesradar.com/elden-ring-fromsoftware-hidetaka-miyazaki-interview/
https://www.reddit.com/r/Eldenring/comments/sdfxsi/miyazaki_on_immortality_in_elden_ring_from/
https://www.reddit.com/r/Eldenring/comments/sddrpk/miyazaki_on_the_size_of_elden_ring_from_overture/
https://www.reddit.com/r/Eldenring/comments/sdj59f/miyazaki_on_freedom_in_elden_ring_from_overture/#lightbox
https://gameranx.com/updates/id/286209/article/interview-with-miyazaki-shares-details-on-elden-ring/
https://eldenring.fandom.com/wiki/Interviews
https://eldenring.fandom.com/wiki/Interviews
https://blog.playstation.com/2022/01/28/an-interview-with-fromsoftwares-hidetaka-miyazki/


2022/01/28 George Martin May Be Shocked To See What His Elden Ring Characters Have Become [GameInformer] 

2022/02/25 Hidetaka Miyazaki Sees Death as a Feature, Not a Bug. (Free Google Doc) [New Yorker] 

2022/02/28 George R.R. Martin’s Blog. Grab For The Ring  (with Martin, not Miyazaki) 

2022/03/10 Elden Ring Release Interview with Director Miyazaki (Part 1/2) [Famitsu] 

2022/03/10 Elden Ring Release Interview with Director Miyazaki (Part 2/2) [Famitsu] 

2022/05/26 Miyazaki's Favourite Boss is Radahn [Xbox Wire Japan] (google translate) 

2022/06/24 FromSoftware is "seriously creating fun game” [4Gamer]  (google translate) 

2022/12/02 Miyazaki says he’s trying not to get distracted by Elden Ring’s succes [Famitsu] 

2023/02/27 Miyazaki Is Looking to Multiplayer Games Like Escape From Tarkov for Inspiration [IGN] 

 

Armored Core VI 
2022/12/12 IGN The First Armored Core 6 Details With Hidetaka Miyazaki and Masaru Yamamura [IGN] 

 

Shadow of the Erdtree 

2024/02/21 Miyazaki Answers All of Our Shadow of the Erdtree DLC Questions | IGN Fan Fest 2024 [IGN] 

2024/02/21 Miyazaki on originating the Soulslike genre  [EuroGamer] 

2024/02/22 There’s no way of telling how or if the series would have continued the way it did without Dark Souls 2 [IGN] 

2024/02/22 Miyazaki Discusses Elden Ring: Shadow of the Erdtree [Famitsu] 

2024/04/27  Interview shared to the Chinese social network Zhihu [Zhihu] 

2024/06/04 Miyazaki to talk about capping off Elden Ring, his "ideal fantasy game"  [PC Gamer] 

2024/06/04 Miyazak wanted players 'to experience sense of discovery' all over again [PC Gamer] 

2024/06/11 Miyazaki know most players use guides, but still try to cater to those who go in blind  [PC Gamer] 

2024/06/14 Shadow of the Erdtree is the culmination of decades of FromSoftware RPGs [PC Gamer] 

2024/06/15 I'm still in the process of making my ideal fantasy RPG  [PC Gamer] 

2024/06/16 Seamless Co-op mod is 'definitely not something we actively oppose  [PC Gamer] 

2024/06/17 Miyazaki On Bringing Elden Ring To A Close And The Future Of From Software [GameSpot] 

2024/06/17 Miyazaki Talks Shadow of the Erdtree, New Weapons and More [Cnet] 

2024/06/17 Miyazaki addresses layoffs: 'I would not let that happen'  [PC Gamer] 

2022/06/18 Miyazaki Talks Why Bloodborne Is Special To Him And How It Led To Elden Ring [GameInformer] 

2024/06/20 Miyazaki Made ‘Elden Ring: Shadow of the Erdtree,’ His Biggest Expansion Yet [RollingStone] 

2024/06/21 Elden Ring’s Hidetaka Miyazaki on why he may never stop making games [Guardian] 

2024/06/24 Miyazaki Discusses His Approach To Difficulty [GameInformer] 

2024/06/26 The game design secrets of Elden Ring’s Hidetaka Miyazaki [Guardian] 
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https://www.ign.com/articles/elden-ring-shadow-of-erdtree-director-hidetaka-miyazaki-look-back-interview-profile
https://www.reddit.com/r/Eldenring/comments/1awzsrq/full_translation_of_the_famitsu_interview_with/
https://docs.google.com/document/d/1lFZZCI6G9vAy746B1aA1hczCtP51YBu-/edit
https://www.pcgamer.com/games/rpg/shadow-of-the-erdtree-exclusive-pc-gamer-cover-story/
https://www.pcgamer.com/games/rpg/hidetaka-miyazaki-erdtree-size-sense-of-discovery/
https://www.pcgamer.com/games/rpg/elden-rings-developers-know-most-players-use-guides-but-still-try-to-cater-to-those-who-go-in-blind-if-they-cant-do-it-then-theres-some-room-for-improvement-on-our-behalf/
https://www.pcgamer.com/games/rpg/shadow-of-the-erdtree-miyazaki-interview-cover-story-preview/
https://www.pcgamer.com/games/rpg/im-still-in-the-process-of-making-my-ideal-fantasy-rpg-says-fromsoftwares-hidetaka-miyazaki-while-elden-ring-is-not-quite-it-its-getting-close/
https://www.pcgamer.com/games/rpg/fromsoftwares-says-elden-rings-seamless-co-op-mod-is-definitely-not-something-we-actively-oppose-and-may-even-consider-ideas-like-that-with-our-future-games/
https://www.gamespot.com/articles/hidetaka-miyazaki-on-bringing-elden-ring-to-a-close-and-the-future-of-from-software/1100-6524337/
https://www.cnet.com/tech/gaming/elden-ring-creator-hidetaka-miyazaki-talks-shadow-of-the-erdtree-new-weapons-and-more/
https://www.pcgamer.com/gaming-industry/fromsoftware-boss-addresses-gaming-industry-layoffs-as-long-as-this-companys-my-responsibility-i-would-not-let-that-happen/
https://web.archive.org/web/20240625045339/https://www.gameinformer.com/interview/2024/06/18/hidetaka-miyazaki-talks-why-bloodborne-is-special-to-him-and-how-it-led-to
https://www.rollingstone.com/culture/rs-gaming/hidetaka-miyazaki-elden-ring-shadow-of-the-erdtree-1235042903/
https://www.theguardian.com/games/article/2024/jun/21/hidetaka-miyazaki-fromsoftware-elden-ring-shadow-erdtree
https://web.archive.org/web/20240629043203/https://www.gameinformer.com/interview/2024/06/24/from-softwares-hidetaka-miyazaki-discusses-his-approach-to-difficulty
https://www.theguardian.com/games/article/2024/jun/26/pushing-buttons-meeting-hidetaka-miyazaki


2024/12/03 Multiple Projects Are in Progress. Interview on the PS Awards [PS Awards] (google translate) 

 
Elden Ring Nightreign 
(Note: These aren’t interviews with Miyazaki) 

2024/12/12 Director talks about the details in an exclusive interview with Japanese media [Famitsu] (google translate) 

2024/12/12 Nightreign hands-on: 6 hours with FromSoftware's wild new co-op roguelike action RPG remix [PC Gamer] 

2024/12/12 Director Explains Why the Spin-Off Exists, Reveals Whether George R. R. Martin Was Involved, and Why Fans 
Shouldn’t Call It a Live Service [IGN] 

2025/02/10 The map will sometimes see "large-scale changes" to terrain including procedurally appearing volcanos, 
forests, and yes, swamps [PC Gamer] 

2025/02/12 From Software Talks About Attacking Friends For Their Own Good [GameSpot] 

2025/02/12 Junya Ishizaki Details NIGHTREIGN’s Design Philosophy [GamerBraves] 

2025/02/12 Nightreign director on boss difficulty: ‘More or less the same’ as the base game [UnGeek] 

2025/02/12 Why are there Dark Souls bosses in Elden Ring Nightreign? [HobbyConsolas] (google translate) 

2025/02/13 Junya Ishizaki Delivers Player Freedom Despite Tighter Pacing [Geek Culture] 

2025/02/14 Elden Ring Nightreign’s director isn’t sorry about how stressful it is [Verge] 

2025/05/07 Elden Ring Nightreign Interview: reimagined game design anchored by in-depth combat [Original] [PS Blog] 

2025/05/25 Yasuhiro Kitao's Interview on Redbull Lancation event [Red Bull] 

2025/05/29 Nightreign Artist Speaks on Imbuing Day 3 with ‘Finality’ - IGN First [IGN] 

2025/05/31 I Interviewed Elden Ring Nightreign's Director. He Solo'd Every Boss — and So Can You [CNET] 

2025/05/31 Nightreign director: asset reuse is contentious, but FromSoft doesn't consider it a copy-paste [GamesRadar] 

2025/06/02 We didn't start off by saying, 'let's aim to build a roguelike'": Nightreign director says [GamesRadar] 

2025/06/02 We didn't start off by saying, 'let's aim to build a roguelike'": Nightreign director says [GamesRadar] 

2025/12/02 Elden Ring Nightreign's Forsaken Hollows Has Reignited My Interest [GameSpot] 

2025/12/02 Interview with Gamers about the Nightfall DLC [GamerSky] (Chinese) 

 

The Duskbloods 

2025/04/04 Creators Voice (English Version) [Nintendo] 

https://game.watch.impress.co.jp/docs/interview/1644616.html
https://www.famitsu.com/article/202412/27477
https://www.pcgamer.com/games/roguelike/elden-ring-nightreign-preview-hands-on/
https://www.ign.com/articles/elden-ring-nightreign-fromsoftware-game-director-explains-why-the-spin-off-exists-reveals-whether-george-r-r-martin-was-involved-and-why-fans-shouldnt-call-it-a-live-service
https://www.ign.com/articles/elden-ring-nightreign-fromsoftware-game-director-explains-why-the-spin-off-exists-reveals-whether-george-r-r-martin-was-involved-and-why-fans-shouldnt-call-it-a-live-service
https://www.gamesradar.com/games/action-rpg/elden-ring-nightreigns-map-will-sometimes-see-large-scale-changes-to-terrain-including-procedurally-appearing-volcanos-forests-and-yes-swamps/
https://www.gamesradar.com/games/action-rpg/elden-ring-nightreigns-map-will-sometimes-see-large-scale-changes-to-terrain-including-procedurally-appearing-volcanos-forests-and-yes-swamps/
https://www.gamespot.com/articles/from-software-talks-about-attacking-friends-for-their-own-good-and-other-new-elden-ring-nightreign-ideas/1100-6529380/
https://www.gamerbraves.com/elden-ring-nightreign-interview-director-junya-ishizaki-details-nightreigns-design-philosophy/
https://www.ungeek.ph/2025/02/elden-ring-nightreign-director-on-boss-difficulty-more-or-less-the-same-as-the-base-game/
https://www.hobbyconsolas.com/noticias/hay-jefes-dark-souls-elden-ring-nightreign-director-tiene-respuesta-pero-puede-no-ser-agrado-fans-puristas-1441715
https://geekculture.co/elden-ring-nightreign-director-junya-ishizaki-delivers-player-freedom-despite-tighter-pacing/
https://www.theverge.com/games/612715/elden-ring-nightreign-game-director-interview
https://blog.playstation.com/2025/05/07/elden-ring-nightreign-interview-reimagined-game-design-anchored-by-in-depth-combat/
https://blog.ja.playstation.com/2025/05/07/20250507-eldenring/
https://youtu.be/_mKAO_hWH3I?t=13729
https://www.youtube.com/watch?v=PgRBMt_Ay0Y
https://www.cnet.com/tech/gaming/elden-ring-nightreign-director-interview-if-he-can-solo-every-boss-so-can-you/
https://www.gamesradar.com/games/action-rpg/elden-ring-nightreign-director-says-asset-reuse-is-contentious-but-fromsoft-doesnt-consider-it-a-one-to-one-copy-paste-its-just-an-efficient-way-to-build-these-games/
https://www.gamesradar.com/games/action-rpg/we-didnt-start-off-by-saying-lets-aim-to-build-a-roguelike-elden-ring-nightreign-director-says-fromsoftware-wasnt-really-aiming-for-a-roguelike-feel-it-just-kind-of-happened/
https://www.gamesradar.com/games/action-rpg/we-didnt-start-off-by-saying-lets-aim-to-build-a-roguelike-elden-ring-nightreign-director-says-fromsoftware-wasnt-really-aiming-for-a-roguelike-feel-it-just-kind-of-happened/
https://www.gamespot.com/articles/elden-ring-nightreign-forsaken-hollows-dlc-has-reignited-my-interest/1100-6536543/?ftag=CAD-01-10abi2f
https://www.gamersky.com/news/202512/2052747.shtml
https://www.nintendo.com/jp/switch2/creators-voice/duskbloods/index.html
https://www.nintendo.com/us/whatsnew/creators-voice-the-duskbloods-part-1/?srsltid=AfmBOooZzEcwl2USC9OuNeOkiTyqcAZwandHMRr-MIFMZxGl_lxzJ-sN
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